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ROCCO 

3D action as you take on the 
challenge of a lifetime against 
CIMBEL-LIN, TED MATARE, 
JANSEN SINO and FIGHTER 
BULL. Emerge victorious from 
all 4 rounds and you’ll have 
more than earned the WORLD 
CHAMPIONSHIP CROWN. 

WANTED: 

MONTY MOLE 

The original adventure of 
this famous friendly mole. 
Searching out coal he 
encounters enormous 
dangers, mechanical and 
human, and bravely faces 
the awesome challenge of 
the mighty King Arthur 
and his personal body¬ 
guard, armed to the 
teeth with mammal 
repellants. 


PROJECT 

FUTURE 


Your mission to 
teleport aboard 
and activate 
the Self Destruct 
System of the dreaded 
SS FUTURE. The SS 
FUTURE is a huge 
labryinth of a Space 
Ship covering 256 
screens of the most 
amazing graphics. 

METABOLIS 

Before your eyes your 
friends, your family are 
rendered helpless, trans¬ 
formed to lesser beings- 
birds and mice - by the 
invading Kremins. But by a 
cruel twist of fate the trans- 
. formation leaves you with the 
body of a bird but the brain 
of a human. You are the last 
chance the human race has left. 


Four exciting tities that have already established 
themselves mvourites with many games players now 
available on the Amstrad. 
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LErS GO...! 

The publisher of AMTIX! is 
Newsfield Publications, based in 
the south Shropshire town of 
Ludlow—a strange place to find 
a computer magazine you might 
think, but to the inhabitants of 
this ancient market town, com¬ 
puters have become an every¬ 
day matter. In January 1984 
Newsfield launched the 
Spectrum software magazine 
CRASH and has seen it grow into 


one of Britain's most successful 
games oriented computer 
periodicals. In April of this year 
CRASH was followed by a 
second title for Commodore 
owners called ZZAP! 64 which 
has rapidly established itself as 
the leading 64 games mag. 

Now Ludlovians are learning 
to cope with the Amstrad as 
Newsfield launches its third 
computer title. If you are 
unfamiliar with either CRASH or 
ZZAP! 64, then here's an idea of 
what to expect in AMTIX! 
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Our editorial policy can best be 
summed up as being an 
'interface' between the 
producers of software and 
yourself, the user. We don't see 
ourselves as being a separate 
entity, looking down God-like on 
the market, we join in. AMTIX! • 
will provide a lively debating 
forum on both games and 
serious programs, hardware 
add-ons and utilities. We will be 
devoting an uncommonly large 
amount of space to readers' 
letters, so you can air your ideas, 
your bitches and your problems 
— and if we think you're wrong 
we'll tell you so in no uncertain 
terms! 

But above all, AMTIX! is here 
to SUPPORT the entire market, 
to help its already healthy 
growth to something much 
bigger and better, to show that 
the Amstrad computers are 
great work stations and home 
entertainment centres all 
wrapped up in one. 

Both CRASH and ZZAP! 64 
have earned their spurs by being 
actively involved in the 
Improvement of software and in 
promoting an interest in areas 
that some readers may have 
overlooked such as adventure 
and strategy games, 
telecommunications, music and 
the work of programmers. You 
can expect to see this lively mix 
in AMTIX! as well. That's why 
we say 'the world of the Amstrad 
is about to burst open'. AMTIX! 
is the doorway—just walk 
through ... 


■*'HE TEAlVi 

The editorial offices in Ludlow 
are headed up by Roger Kean 
and Jeremy Spencer. Roger is 
best known for having launched 
CRASH on an unsuspecting 
world and his numerous 
appearances on telly defending 
this action. He's played almost 
every game known very badly 
and so acts as a valuable 
common man in thestreet^hen 
the arcade freaks get out of 
hand. Jeremy brings his 
experience as Newsfield's 
software editor to AMTIX! but 
he's probably best known for his 
wire haired terrier. Poddy, who 
keeps the office plants well 
watered. 

After these two exalted 
personages come the maxions 
and minions who actually do all 


the real work. Robin Candy is 
famous throughout all Britain 
for his CRASH Playing Tips — 
you either love him or hate him. 
He's been playing games on the 
Amstrad for ages and before 
that for years on the Spectrum. 
As many games are converted 
from Spectrum originals, you 
can expect a wealth of hints, tips 
and cheats in the future. 

To bring you the reviews we 
have a highly experienced team 
of gamesters who will be 
pooling both their skills and 
opinions with ages ranging from 
14 up to 30 something. Some, 
like young Ben Stone, Mark 
Hamer and Robin Candy, are 
local school kids, others like 
Gary Penn, Julian Rignall and 
Gary Liddon are big city lounge 
lizards with a misspent youth in 
the arcades, twitchy trigger 
fingers and experience in 
writing reviews for magazines 
like Personal Computer Games, 
ZZAP! 64and Big K (but we don't 
hold that against them). Then 
there are the calmer spirits like 
Chris Passey, who has been 
reviewing for CRASH for almost 
two years, and the big boys 
Jeremy Spencer and Roger 
Kean. 


ri 


/ '^orth of nr®® 
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Subscribe 


AMTIX! 
and you ■ 
can 

have these 
THREE 
games all 
for 

FREEH 

(Normal price 
£6.95 each) 


T'HE FUSION OFMfND 


WACHIh/E 


conpuzion 




HERE'S AN INCENTIVE YOU 
REALLY CAN'T AFFORD TO MISS! 


Newsfield and INCENTIVE SOFTWARE have got together to 
give AMTIX! a really good start and give you a fantastic offer 
—free software that would normally set you back £20.85 and 
that's a deal worth more than the actual cost of the subscrip¬ 
tion of £15 (post included). All you have to do is take out a 
twelve month subscription to AMTIX! and we'll give you 
THREE marvellous Incentive games. 


THE GREAT NEW MAGAZINE 

We don't have to tell you much about what you'll be getting in 
AMTIX! because this 16 page taster is our best advert, but just 
in case you haven't got round to reading all of It yet, you can 
be sure of a magazine 100% devoted to Amstrad software 
and hardware, packed with information on the very latest 
games, utilities and business software that will keep you right 
up to date. But most important of all, AMTIX! will be a good 
read. And all that will be dropping through your letter box 
every month for no further effort on your part. 

As a subscriber to AMTIX! you also receive another benefit 
— 50p discount off every single piece of software you buy 
from AMTIX! Mail Order which, together with CRASH and 
77A PI 64 Mail Order, is one of the biggest software mail order 
houses in the country. There will be more details on that in 
issue 1. 


OTHER SPECIAL 
OFFERS! 

Subscribers to AMTIX! 
should keep a close watch 
on future subscription 
offers, because there will be 
fabulous deals in there for 
them as well —'we won't 
forget you once you have 
handed your money over 
and become a subscriber! 


\'<C 

Can you face getting 


SPLATTED, 


CONFUZED. 


or becoming a 


millionaire? 


AMTIX! SUBSCRIPTION OFFER 


Yes, I want to subscribe to AMTIX! for one year (12 issues) 
and receive the three INCENTIVE games (Splat! Millionaire & 
Confuzion) absolutely free (offer closes 18th October 1985) 


, Postcode 


I enclose a cheque/postal order for £15 made payable to 

'Amtix' 

AMTIX! SUBSCRIPTIONS, 1/2 King Street, Ludlow, 
Shropshire SY8 1AQ 





























































Producer: Melbourne 
House 

Retail price: £9.95 


Melbourne House's karate sim¬ 
ulation explodes on to the 
Amstrad. As a young grass¬ 
hopper you must work your way 
up from being a complete 
novice to achieving the magical 
10th Dan. To help you gain this 
award against your opponent, 
there are some 18 manoeuvres 
at your disposal. 

The various kicks that are 
accessable (keys or joystick) are 
your movements to success, 
the flying kick, best used when 
your opponent is standing and 
not blocking, is an extremely 
powerful manoeuvre that ren¬ 
ders the opposition helpless. 
The high kick also deals a blow 
to the face but is risky to use as it 
can be countered by going into a 
crouch and using either a low 
punch or a forward sweep. Both 
the mid and short kicks are 
effective in close combat — the 
mid kick is the least effective 
because it is easily countered by 
crouching or by a straight for¬ 
ward block. The forward and 
backward sweeps are probably 
the most effective moves in the 
game. To use them you must 
first crouch down, press fire and 
pull down on one of the joy¬ 
stick's diagonals. A forward or 
backward sweep can be count¬ 
ered with a short jab kick (but 
only while the character Is 
crouching) or by somersaulting 
out of danger. 

The roundhouse kick has two 
purposes; one, to kick an enemy 
in the face (but it often takes too 
long to perform to be effective); 


two, it can be used to turn your 
character around, just start the 
kick and then abort it half way 
through execution. The high 
back kick, is the reverse of the 
high kick and is only effective if 
your opponent has slipped past 
you. 

As well as kicks there are 3 
punches that may be used, the 
jab punch being most effective 
and the easiest to use because of 
the speed with which it can be 
performed, and it is particularly 
useful in tight spots. The high 
punch is also easily executed 
and highly effective when your 
opponent is close in. When In 
the crouch position a low punch 
can be dealt to the enemy, again 
this is an effective move but it 
can be easily countered by a jab 
kick 

There are two somersaults, 
forwards and backwards, and a 
jump that can be used to get out 
of harm's way. The main use for 
somersaults and jumps is to get 
out of danger caused by forward 
or backward sweeps. 

A two-player option is avail¬ 
able, where each plays against 
the other simultaneously. In this 
mode there are four rounds with 
the highest scorer winning. If 
you play against the computer, 
then the game continues until 
you are either kicked out or you 
reach the 10th Dan. Unlike the 
CBM64 version, there is only 
one background, but this is 
hardly a serious drawback. 

CRITICISM 

"Learning how to use each of 
the moves properly can take 
quite a few games but once 
mastered you are unlikely to 


forget them in a hurry. The 
graphics in IVay of the Exploding 
Fist are excellent. The sprites 
are wonderfully defined and the 
movement of both characters is 
yexy realistic. This version isn't 
quite as good as the CBM 64 
game, largely because the 
sound isn't an\Hhing like as thri¬ 
lling, but it is still worthy and 
should provide many hours of 
enjoyment. The greatest advan¬ 
tage that it has over many other 
games is that it's instantly play¬ 
able and should appeal to just 
about everyone." 

"One of the first things I noticed 
in Way of the Exploding Fist is 
how flexible the characters are, 
no prancing stick figures here. 
Having contrived to make so 
many different movements pos¬ 
sible from the joystick, the result 
is both realistic and confusing at 
first. It's well worth playing a few 
rounds just to get the knack of 
making your man jab, leap and 
kick at the right moments. This is 
a great arcade scoring game as 
well as wonderful family enter¬ 
tainment." 

''Karate seems to be all the 
vogue at the moment on the 
small screen, perhaps because 
we've had to wait for program¬ 
ming skills to catch up with the 
requirement for realistic anim¬ 
ation and fast graphics. In Way 
of the Exploding Fist Melbourne 
House have scored a great hit 
with a version of 'Karate 
Champ'. The controls are sens¬ 
ibly thought out and make it 
immediately playable, although 
skill is required to become a 
master. I've been playing it since 
/got the copy—! may soon even 
be a master" 


Presentation 87% 

Graphics 91% 

Playability 89% 

Sound 63% 

Addictive qualities 

89% 

Value for money 83% 
Overall 88% 



Producer: Elite 
Retail price: £8.95 

The object of Frank Bruno's 
Boxing is to defeat 8 boxers in 
succession in order to gain the 
world heavyweight title. To 
defeat a boxer you must learn 
their individual styles and then 
knock them down three times. 
This is done by reducing the 
opponent's status to zero (by 
repeated hits, when the punch 
power indicator reaches maxi¬ 
mum the right hook or upper cut 
can be used) but you must also 
dodge the other boxer's punch¬ 
es. Should your opponent knock 
you down three times then the 
game will end. 

When a boxer is defeated you 
will be given an EVBAcode (Elite 
Video Boxing Association). This 
code enables you to access the 
next boxer, just enter the code 
and start the B-side of the tape 
but you must remember to 
always use the same name. 



As Frank you have a varie^ of 
possible moves Including: 
guard up or down, left or right 
punch and dodge, right hook, 
upper cut and duck. The type of 
punch delivered depends on 
whether your guard is up or 
down; If up then you will deliver 
a punch to the head, if down 
then Frank will do a body punch. 
The right hook or upper cut, as 
mentioned, can only be used 
when the KO indicator is 
flashing. 

All eight opponents vary quite 
a bit in size, meaness and fight¬ 
ing styles. The first, Canadian 
Crusher, Is big and lumbering 
but he's quite easy to defeat 
because of this. Fling Long Chop 
is small, fast and a master of the 
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BOULDER DASH 

One of the great classic games of all time is now 
available to even more of you—Amstrad and 
Atari owners everywhere can now experi¬ 
ence the ultimate underground journey. 

I Search through the 16 caves,each with 5 
levels of difficulty, and collect as many 
jewels as quickly as possible. Donrt forget 
to block the amoebas, transform the 
butterflies, or outmanoeuvre the fire- 
j flies—or yoi/ll never get out ajive! 

Available September 5th 

Amstrad CPC464 and Atari 48K versions 
back-to-back on one tape at £9.95. 


ASHKERON! 


'Ashkeron is something for everyone: a complex, challenging, 
witty game for the adventurer, and its got pretty pics for the 
zap'em crowd. An excellent game—buy it!'— Home 
Computing Weekly 

/ 

'It is highly professional,sophisticated software...in its 
walls lies a challenge everyone will find interesting and ^ 
rewarding'—Crash Micro 

This game gets my royal assent'— Your Spectrum ^ 

'A charming graphic adventure'—M/croScope 

Available now for 

Amstrad CPC464 £6.95 
Spectrum 48K £5.95 

With built-in competition! i 


Maxwell House,74Worship Street,London EC2A2EN 
Trade orders to: Purnell Book Centre,Paulton,Bristol BS18 5LQ 
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martial arts, beware of his kicks! 
Andra Puncheredov, from the 
USSR, is a fast dancing Russian 
who enjoys headbutting you. 
Tribal Trouble has a vicious 
temper and he lands punches 
with unnerving accuracy. 
Frenchie appears to be suave 
and sophisticated but is ready to 
make you see stars. Ravioli 
Mafiosi knows all the dirty tricks 
and is quite prepared to use 
them. Antipodean Andy is 
Australia's champ, he feels no 
pain. Peter Perfect is the current 
world champ and as his name 
suggests he isthe most neat and 
accurate boxer in history. 


Elite have transferred the 
arcade hit, 'Punch Out', brill¬ 
iantly to the home computer 
capturing the complex, anim¬ 
ated graphics and atmosphere. 
Each boxer has his own person¬ 
ality which makes the game 
reat fun to play. Frank Bruno's 
oxing is instantly playable, 
very addictive and the variety of 
boxers makes for plenty of 
scope. Overall a polished game 
that most people should enjoy. 


Overall AMTIX! rating: 
87% 


« 





DUN 

DARACH 


Producer: Gargoyle 
Games 

Retail price: £9.95 

The hero of two cult Spectrum 
games has, at last, made his first 
venture on to the Amstrad. Dun 
Darach is a legendary city in 
which your friend and chariot¬ 
eer, Loeg, has been imprisoned 
by the evil sorceress, Skar. Your 
task as Cuchulainn the Great is, 
by solving various puzzles, to 
rescue Loeg and escape from 
the city. 

The principle concern in Dun 
Darach is with money. With 
money you can buy objects 
necessary to solve the puzzles. 
Making money is a game in itself 
and there are several honest and 
dishonest ways to do it: you can 
try buying and selling at a profit; 
stealing goods and selling them 
(which is highly profitable but 
also risky, watch out for Ryde, 
the local Yeoman who. If you are 
caught stealing, will gladly take 
all the objects that you possess 
and your money); by banking 


your money and letting it build 
up slowly (1% interest is awar¬ 
ded for every day your money 
stays in the bank) or you could 
always pay a visit to the gambl¬ 
ing houses and get rich quick or 
become bust even quicker. 

Besides the traders, who don't 
move, there are 10 other charac¬ 
ters that inhabit Dun Darach, 
These are represented by one 
basic male or female character, 
each one is fully animated in 
great detail and even their hair 
blows in the wind. If another 
character besides yourself or a 
trader Is on screen then a cursor 
made up of their first initial 
follows their movement across 
the screen, and their full name 
appears at the bottom, which 
makes identification easy. As 
well as being fully animated 
each character has their own 
personality — some are pick- 
ockets, one a gossip and anot- 
er an exiled map maker but all 
have one thing in common, they 
each want something and in 
return they will each give an 
object to you. Of these objects 
some will be useful and others 
will almost give a clueto another 
task that must be performed 
before your goal is achieved. 

There is more than meets the 
eye in Dun Darach. The graphics 
with their 3D 'camera views' are 
superb, some of the best yet to 
grace the Amstrad, but it is the 
atmosphere created within the 


game that makes it a real 
winner; you can almost feel you 
know the main characters and it 
can be quite a disappointmentto 
actually complete the game 
because you suffer a sense of 
loss at withdrawing from the 
fictional world that Gargoyle 
Games have created. And 
there's another bonus, unlike 


many conversions Dun Darach 
differs from the Spectrum orig¬ 
inal In having a different solu¬ 
tion, so In Its own way this Is an 
original game. 


Overall AMTIX! rating: 
93% 



First off this month is the new 
game from Gargoyle Games. 
Marsport is the first of a planned 
trilogy called The Siege of Earth 
and is somewhat of a departure 
from Gargoyle's previous rel¬ 
ease Dun Darach as this is set in 
a science fiction future, and the 
game offers the player rather 
more physical action. As 
Commander John Marsh (ess¬ 
entially Cuchulainn the Hero in a 
space suit) It is your task to find 
the plans that will save earth 
from the hive creatures, the 
Sept. These plans, unfortunate¬ 
ly, are held inside the memory 
banks of Marsport's computers 
and Marsport is now an outpost 
for the evil Sept. 

Graphically similar to Dun 
Darach, Marsport Is played 
within a city but this city isn't a 
straight forward flat plan, it Is 
best described as a sort of 3 
dimensional tower block with 
levels linked by lifts. The shops 
of Dun Darach have been re¬ 


placed with wall units that 
supply various items essential 
to your mission. Other types of 
unit Include Factor units, for 
making things out of other obj¬ 
ects; Key stations, for unlocking 
either locked doors or locked 
wall units; Lockers, for storing 
objects; Charge units, for 
powering objects and there are 
the wall units that house the two 
types of Robot, the servobots 
and the wardens. The servobots 
are harmless and just fly around 
doing nothing but the wardens 
often mistake you for one of the 
Sept and will kill you. 

A game wouldn't be complete 
without its host of problems and 
nasty aliens and Marsport is no 
exception. The problems come 
In the form of finding objects, 
learning how to utilise them and 
cracking codes etc. While the 
aliens come in the form of the 
evil Sept, little warriors patrol 
the corridors and will kill on con¬ 
tact unless you zap em and there 
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is a big baddy in the complex 
somewhere but you will have to 
find out how to deal with him 
yourselves. 

Marsport promises to be a 
very exciting game that should 
appeal to the arcade adventurer 
with various tricky problems 
that should keep you going for a 
while. It is due for release some¬ 
time around October/- 
November. 


sfii: 

'm 
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The latest offering from Design 
Design comes in the form of On 
the Run. The basic idea behind 
the game is to venture into an 
area that has been affected by 
chemical warfare. Your task is to 
retrieve flasks of deadly chem¬ 


icals from this area and because 
of the poisonous nature of these 
chemicals you are equipped 
with a protective suit. In other 
words it's an excuse to have a 
maze game with lots of weird 
mutants flying about. But this is 
a big game with some 300 
screens divided up into sections 
which you have to get through 
section by section, while each 
time the meanies get nastier. Of 
course the maze also allows 
them to use the sensuous mush 
room graphics that DD have had 


up their sleeves for ages. 

Our preproduction copy 
wasn't quite complete but it 
gives you a good insight as to 
what to expect. As you can see 
from the pictures here the 
graphics are very colourful and 
detailed (especially the mush 
rooms). It looks like a good maze 
game that is immediately play¬ 
able, strong on addictivity and 
with the irrepressible DD 
humour, but you'll just have to 
wait until next month for a full 
review. 



Spectrum version 


iUH 



THE COMPLETE EXPANSION SYSTEM FOR ALL AMSTRAD 
COMPUTERS CPC464 AND CPC664 


TWO CHANNEL CP/M and BASIC COMPATIBLE RS232 SERIAL INTERFACES 
FROM £29.95 

(SOFTWARE FOR ABOVE AVAILABLE ON CASSETTE OR IN ROM) 


8 BIT CENTRONICS PRINTER PORT and 16 BIT PARALLEL INTERFACE 
ONLY £23.95 


4 SOCKET SIDEWAYS ROM EXPANSION CARD 
ONLY £18.35 

PLUGS DIRECTLY INTO THE ARNOR MAXAM BOARD (AD 1) 

CAN BE PARALLELED FOR UP TO 16 ROMS 
ROM SOFTWARE NOW AVAILABLE FOR USE IN THE ROM CARD INCLUDES: 

HONEYCOM PRESTEL Terminal and Database Comms package.£ 19.95 ARNOR PROTEXT Word Processor .. 

ARNOR MAXAM Assembler.£39.95 ARNOR UTOPIA Utilities package 


Also support software for the Serial and Parallel cards. 

HISOFT DEVPAC in ROM, please enquire for details. 


‘ TAPE TO DISC SOFTWARE TRANSFERS 

Your cassette software converted to nm on dis 


For further information please telephone, or send a large SAE to: 
HONEYSOFT LIMITED 
26 CRESCENT ROAD 
BRENTWOOD 
ESSEX 
CM145JR 

Telephone (0277) 217306 

All prices include VAT, postage and delivery. Mail order only. 
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BEGINNING THE 
EXPLORATION 


Adventure games have always 
been an important aspect of 
computers, ever since the main 
framers got bored with listing 
code. The great problem early 
on for men like Scott Adams was 
how to compress the program 
required to run an adventure 
game developed with millions 
of bytes in mind into the average 
home computer's few thousand. 
Yet almost immediately, very 
playable adventures appeared 
for the Spectrum, and with a 
better understanding of the Z80 
processor, recent programs 
have packed in an incredible 
amount. The level of sophisti¬ 
cation in the home computer 
adventure program would be 
the envy of those main framers 
of olde. 

The Amstrad has benefitted 
by its processor compatability 
with the Spectrum, for it is on 
the latter machine that the best 
adventures have appeared in 
Britain in the past (excepting, 
perhaps, Infocom's disk-based 
CMB64 ones). This means there 
is a wealthy store of conversions 
for the Amstrad explorer to get 
his or her teeth into already, and 
there are plenty more on the 
way besides Amstrad original 
material. 

AMTIX! will be looking closely 
at adventure games and trying 
to avoid getting hung up on the 
definition of adventure when it 
comes to the 'grey areas'. The 
classic text-only game is easily 
defined and belongs firmly to 
the genre's main stream; so too 
does the more recent text-and- 
graphics adventure, both sorts 
being typified by Level 9's 
games. But if strategy has crept 
into arcade games, so too has 
adventure — at one end the 
platform game like Hewson's 


Technician Ted has adventure 
elements (where do you dis¬ 
cover the appropriate object, 
what does itallowyou to do next 
that you couldn't do before 
collecting it?), and at the other, 
games like Dragontorc of 
Avalon, also by Hewson Consul¬ 
tants, are adventures played 
with graphics and not text. 
Further, a game like Lords of 
Midnight enters into battle as 
both an adventure and a stra¬ 
tegy war game. The truth is that 
valuable insights may be gained 
in these games by both camps 
having their different say, and 
that underlines the excitement 
of computergames in general — 
they haven't stood still but have 
matured, become increasingly 
complex and involving, and the 
distinctions that used to exist 
between one sort and another 
have merged to form a richer 
feast for the player. 

The Adventure games column 
in AMTIX!, then, will pay atten¬ 
tion to the various forms of 
adventure, but it will, in reviews, 
point out how the programs 
interact with the player in a 
dialogue (started by Derek 
Brewster in CRASH magazine) 
with programmers in general. 
The aim is to improve and 
extend the range of adventures 
through constructive criticism 
and examination, and hopefully 
to encourage more people to 
enter into this world of the inter¬ 
active novel. Part of the dial¬ 
ogue, of course, will be hintsand 
tips for those who get stuck, and 
this will be a two-way process 
because we want to receive tips 
as well as dispense them! So if 
you have anything to say or 
anything to ask, write in now to 
AMTIX! Magazine, PO Box 10, 
Ludlow, Shropshire SYS 1DB. 


WHAT'S IN A 
STRATEGY? 


The term 'strategy game' has 
been used to describe a huge 
range of different games, from 
strip poker to bridge, from role- 
playing adventures to manage¬ 
ment games, so in this first, 
short piece it is worth saying a 
few words about what comp¬ 
rises strategy games. 

To many people, the very 
word conjures up images of 
boring text-only games played 
by square, middle-aged comp¬ 
uter owners trying to relive their 
childhood. This could hardly be 
further from the truth and some 
strategy games represent the 
ultimate progression in comp¬ 
uter entertainment.There are 
several branches of strategy in 
computer gaming. It can hardly 
have escaped your notice that, 
ever since people became tired 


of the simpler arcade games the 
genre has been getting ever 
more sophisticated — and 
winning, or beating your latest 
high score, is no longer just a 
matter of being quick with the 
joystick, but more of combining 
arcade skills with some strategy. 
A good example might be Jet 
Set Willy, where in order to 
collect all the items one has to 
work out the best route (or the 
best pokes!) to take, which is a 
form of strategy. At the other 
end of this branch, strategy, in 
its purist sense, is a vital element 
of Code Name Mat. 

Another branch incorporates 
the different sorts of manage¬ 
ment games available — these 
have been popular ever since 
the very beginning of home 
computers. Football Manager 
from Addictive Games is prob¬ 
ably the most successful game 
of this variety, the aim being to 
manage a football team. This 
game continues to amaze me in 
that, being several years after it 


first came out, it still sells better 
than many newer, supposedly 
superb, games. More than 
almost any other, it is proof of 
the great potential that lies in 
strategy games. Others in this 
vein offer the chance of running 
your own company; boring, you 
might think? Not necessarily, 
there are a few already out for 
the Amstrad that simulate run¬ 
ning a software house, 
something that every computer 
owner I have ever met thinks he 
can do much better than the 
professionals. These games 
provide the opportunity to test 
some of those claims! 

Strategy games, then, range 
from the more complex arcade 
games such as Code Name Mat 
through the 'purist' games like 
Football Manager, the 'extre¬ 
mely purist' wargames and on 
to, surely the strategic pinnacle, 
Chess.^ Like Chess, other board 
ames may be included such as 
crabble (now available for the 
Amstrad) and Monopoly, short¬ 
ly available no doubt for the 
Amstrad after its release on the 
Spectrum. 

As you can see, the concept of 
a strategy game is slightly wider 
than just 'text-only, boring war 
games'! So what is there in the 
way of good strategy games? 
Alongside other machines the 


Amstrad has fared very well — 
principally in conversions of the 
better offerings for other home 
micros, but also with some orig¬ 
inal rnaterial too. I have ment¬ 
ioned several programs already, 
all ofwhichare now available on 
the Amstrad, and there are more 
besides; and still a number of 
conversions forthcoming, not¬ 
ably in the Lords of Midnight 
category. If this classic, superb 
strategy game is as good as it 
promises to be, then it will be 
well worth getting, and is sure to 
feature in this column, so watch 
future issues! 

One feature of the strategy 
games sector is that it has 
tended in the past to be dom¬ 
inated by a few software houses, 
each of which then becomes 
very specialised; PSS, CCS, 
Beyond, Addictive Games and 
Games Workshop are just some 
of the more prominent names 
(although Games Workshop has 
dropped out of software recen¬ 
tly); so as well as actually 
reviewing strategy games, and 
doing features on the different 
sections of this kind of software, 
this patch of AMTIX! will be 
revealing more about how these 
companies work in future 
issues. 

DAVID LESTER 


COMMUNICATIONS 


By Chris Honey 

The current demand for mass 
data communications began in 
the 50s with the growth of com¬ 
puting. Initially simple telegraph 
circuits were used to pass infor¬ 
mation between source and 
destination. With the ever incr¬ 
easing demand it was inevitable 
that telegraph circuits could no 
longer satisfy requirements so 
the Public Switched Telephone 
Network, with its vast coverage 
of potential users, was looked 
upon as a prime candidate for 
expansion. Techniques were 
developed to exploit the higher 
information carrying capacity of 
telephone circuits, designed 
specifically for voice communic¬ 
ations. 

The results now affect our 
lives daily, everywhere data 
communications is taking on a 
larger role, but unfortunately for 
the newcomer the subject is 
almost overwhelming. 

Throughout the forthcoming 
months AMTIX! will unfold the 
world of communications for 
Amstrad users, starting with the 
basics. 

VIEWDATA 

Viewdata Is a system employing 
text and graphics for transmiss¬ 
ion of information. The system 
uses 16 colours and simple 
moslac graphics with a text 
capability of up to 24 lines of 40 
characters. A special terminal or 
software package is needed to 
display Information transmitted 
In Viewdata format. Many other 


services make use of Viewdata. 

PRESTEL 

Prestel is the Viewdata service 
run by British Telecom. It con¬ 
sists of a network of mini¬ 
computers distributed around 
the country linked together by 
the telephone system. Access to 
Prestel Is achieved by a local 
phone call, even though you 
may be accessing a distant 
computer for the information 
you require. Prestel is fully inter¬ 
active and allows data to be sent 
to it, for applications such as 
teleshopping and ticket reserv¬ 
ations. 

TELETEXT 

The Teletext services, Ceefax 
and Oracle, available as stan¬ 
dard on many televisions are a 
variation of the Viewdata 
format. With special hardware it 
Is possible to receive Teletext on 
your computer. Telesoftware 
programs may also be down¬ 
loaded from Teletext. 
BULLETIN BOARDS 
Bulletin Boards operate as dial 
up information services where 
Information can be retrieved 
and stored. Many services have 
mail box facilities where mess¬ 
ages can be left for other users. 
Facilities are available for scan¬ 
ning your mailbox, for unread 
messages, or for mail left by 
specific users. Some services 
such as British Telecom Gold 
and EasyLink, are based upon 
the mail box Idea, but also Incor¬ 
porate other features such as 
Telex. 
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MO^-EMS 

Computer information is digital, 
signals are either on or off, and 
are inherently different from the 
analogue speech signals used 
over the telephone. To allow 
data to be transmitted oyer tele¬ 
phone lines a MODEM is used. 
Inside a MODEM is a MOdulator 
whose job is to encode outgoing 
digital information into audible 
tones, and a DEModulator to 
perform the reverse process of 
converting audible data back 
into its digital form. 

RS232 

Of course there needs to be 
some standard interface for con¬ 
necting MODEMS, terminals. 


RENDERING 
AN ACCOUNT 
OF YOURSELF 


Few overworked businessimen 
actually enjoy book keeping; 
that's understandable, but it's a 
pity. Anybody running a com¬ 
mercial enterprise suffers by not 
having access to an up to date 
set of accounts. A great deal has 
been made of the computer's 
role in the 'information revol¬ 
ution', sentiments that make a 
great deal of sense when consid¬ 
ering company accounts. Com¬ 
puters can reduce the cost of 
Keeping accurate records and 
make the extraction and compil¬ 
ation of information easier. 
Amstrad computers have the 
potential to be used as business 
machines, especially when disk 
drives are used. But, using com¬ 
puters for accounting is not a 
panacea, it could just as easily 
turn into a disaster. 

It's a good Idea to keep com¬ 
puters In perspective — they are 
machines for information stor¬ 
age, retrieval and calculation, 
but we don't need to concern 
ourselves with how the com¬ 
puter actually does the work. 
There is, however, the require¬ 
ment that we should should get 
to know computers, and under¬ 
stand their funny little ways. 
Take for example the case of the 
'most valuable cassette'; isn't 
odd how computers know just 
which ones to chew? Lesson; 
keep back up copies or lose your 
mind. 

Choosing the appropriate 
software Is also vital, get it 
wrong there and the only game 
you'll want to play with your 
Straddles Is rugby. The choice of 
business software is consider¬ 
able. Packages range from the 
simple and relatively easy to use 
Easievat, from Kuma, to the 
sophisticated and powerful 
programs from Gemini Market¬ 
ing or Cornix. Some accounting 
operations, like home budgeting 
and simple accounting, can be 
accommodated by a cassette- 
based system, indeed some 
accounts programs have been 
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and other serial equipment to 
computers. One of the most 
popular standards (certainly 
after its exposure on TV's Spit¬ 
ting Image programme) widely 
In use is known as RS232. RS232 
is simply the code assigned to 
the Interface, by the Electronic 
Industries Association, that 
defines the signals and connec¬ 
tion details for use under the 
standard. 

These and many other items# 
of communications hardware 
will be dealt with in detail in 
future issues of AMTIX!. 

Chris Honey is a director of 
Honeysoft Ltd. 


TALK TO A 
LONELY 

AMSTHAO 


specially designed to use cas¬ 
settes. But beware, at some 
stage you may want to expand 
the system; can you convert the 
software to run on disk or will 
you have to upgrade and use a 
completely different program? 
For serious business use a disk 
system should be considered 
but there are a number of prog¬ 
rams that can be used with 
either, making later upgrades 
painless. As far as serious appl¬ 
ications are concerned CP/M 
gives Amstrad an edge through 
the large number of available 
programs, many of which have 
already been configured to run 
on the machine. 

If the software is up to the job, 
a computer system can offer a 
number of advantages over con¬ 
ventional book keeping. As 
more small businesses make 
use of machines like the 
Amstrad, then a greater 
emphasis will be placed on 
teaching the user how to keep, 
and understand accounts. 
Friendly and easy to use soft¬ 
ware should encourage the user 
to keep full records by making 
the task less onerous, and any 
accounting system should make 
retrieval of information easy, 
otherwise the purpose Is lost. 
Since a Balance Sheet is the 
product of the other accounts 
and a lot of calculation, they are 
time consuming to prepare 
manually. Yet the information 
that such a report can offer is too 
valuable to be seen once a year. 
A computer system can produce 
information reports at frequent 
Intervals. Imagine how useful a 
regular supply of month-end 
accounts would be to under¬ 
standing how well a business is 
performing. 

Our belief in the Amstrad's 
potential as a small business 
machine will be reflected in 
AMTIX! through articles and by 
encouraging a dialogue in the 
letters pages, as well offering 
advice on the use of relevant 
software. But, if you bought 
your Amstrad with the intention 
of using it for business applic¬ 
ation, don't forget, you can 
always get over the depression 
caused by the latest estimated 
tax bill by playing a game; 
Straddles is good at that too. 


Since the only cure for a lonely 
'Straddles' is a good communic¬ 
ations interface, of one sort or 
another, we have put together a 
mini review of the KDS Com¬ 
municator 104. This modem, as 
well as the many others that are 
emerging, will be examined in 
greater depth in future issues of 
AMTIX! (hope you're not getting 
bored of that phrase yet)!. 

The KDS modem has been 
designed to communicate with 
Prestel type systems and with 
the more hobbyist bulletin 
boards. The modem attaches 
directly onto the Amstrad's disk - 
port, the connector allowing the 
disk interface to be connected 
behind. Power is provided via 
the unit's own supply. The 
Busby connection is made dir¬ 
ectly by plugging a phone wall 
socket. On the unit's front Is a 
display that indicates what the 
modem is up to. 

The modem contains its own 
software routines in a sideways 
ROM. To bring the modem Into 
operation type IMODEM, and 
then software takes over offer¬ 
ing a series of menus. The three 
options on the opening menu 
allow selection of the protocols 
appropriate for Prestel or a stan¬ 
dard 300/300 baud bulletin 
board. The third option allows 
for customised protocols. The 
auto-dial and auto-answer 
options are offered by the 
second menu. So, to get to 
Prestel for example, all you need 
do Is to call up the modem, 
select Prestel and then D for 
auto-dial; dial the number and 
log on in the normal way. 

The resident software pro¬ 
vides lower level routines. |GET, 
for example, retrieves a char¬ 
acter from the Input buffer. 
Clearly that type of command 
can only be used effectively 
from within a program. You 
could use |GET in a program of 
your own to transfer each of the 


1024 bytes from a Prestel page 
to a disk or tape drive. The other 
software routines are expected 
to be used in the same way, 
within the user's own programs, 
but examples are given with the 
documentation. On the whole 
the system is easy to use, neat 
and flexible but, at £153 it rriight 
soon begin to look a little pricey. 
To date it does not have Tele¬ 
com approval. 

In the near future you can 
expect to see the choice of 
modems widen. Honeysoft have 
just completed their CP/M com¬ 
patible communications board 
and are working with Circuit 
Holdings to produce an inter¬ 
face/software/modem package 
which will be available soon for 
just £29.99. Amstrad's very own, 
all singing all dancing, RS232 
interface is now in supply. 
Amstrad don't sell a modem of 
their own but the Interface can 
be used with a wide variety of 
off-the-shelf models. Skywave 
Software are also about to rel¬ 
ease Multiport which not only 
offers a full RS232 specification 
but a 24 bit parallel port to boot. 
They also intend to offer a 
modem/interface package that, 
among other things, allovys 
access to their own bulletin 
board, Skytel. The Skywave 
publicity blurb claims that 
their's is the first and only 
Micronet approved product, but 
I don't think Micronet care how 
you talk to them just so long as 
you do. 

To date poor old Straddles has 
been left a bit in the dark as far as 
Prestel is concerned but, on the 
1st of October that will change 
when the Amstrad database, 
operated jointly by Micronet and 
Viewfax 258, goes on line. We 
will bring you news of that 
development plus full reviews of 
the other communication hard¬ 
ware in (guess what?) future 
issues of AMTIX!. 


































































































































































Trouble In Store for Herbert 



Spectrum 48K £9.95 
Commodore 64 £9.95 
Amstrad CPC 464 £9.95 


44 The Broadway, Bracknell, Berks. 0344 427317 






















AN EPIC ACTION ADVENTURE SPANNING FIVE HUNDRED YEARS, 
FROM the'FIRST EARTH COLONIES AMD CONTACT WitH THE . 
TERRIFYING ALIENS, THE SEPT. TO THE FINAL BATTLE ON THE 
SEPT'S IMPERIAL PLANET OF GATH..... 



FOR TAyESPECTRUM 48K 
• /l/VD AMSTRAD CPC464 

. PART ONE: MARSPORT - SEPT. 5% 




gART TWO: FORNAX - JAN 86 
i PART THREE: GATH - APRIL 86 


i 

GARGOYLE GAMES LTD., 74 KING STREET, DUDLEY. WEST MIDLANDS DY2 8QB 
Telephone: (Sales) 0384 238777 (General) 0384 237222 











Meet ROBIN CANDY, a right little cult in his own time and the 
resident games tipster in AMTIX! As this is just a sample, Robin is 
publishing tips in this issue that act as a teaser for what is to come 


DUN DARACH 

\i Dun Darach, the graphical 
adventure from Gargoyle 
Games, has been puzzling you 
over the past couple of months 
as it has me then you might just 
find these tips useful. 

To find Teth you must first go 
to the Old Quarter and buy or 
steal a statue. Now take this to 
the Soke or Ratha de and follow 
the rat that wanders the streets. 
In Claw Lane the rat will disa¬ 
ppear for a few seconds, stand 
on the spot from where it disa¬ 
ppeared and press Enter; you 
will now be in Darch Down. 
Inside Darch Down is Teth. Give 
Teth the statue and in return he 
will give you the d—key; this 
unlocks the locked door in the 
castle. 


MINDER 

Need some help on DK'tronics' 


Minderl Are the dealers always 
out when you need them? Well 
fear no more because these tips 
give you the low down on the 
low down. Now you can flog 
your hot goods before Chisholm 
has time tacatch up with you. 
Just follow this guide and the 
millions should follow! 

Sam: Waring 

9am; Waring/Page/Tonick 
/Watt 

10am: Page/Tonick/Watt 
11am: Page/Tonick/Watt 
12noon: Tonick 
1pm; To nick/Carr 
2pm: Tonick/Oddgood 
3pm: Takeall/Tonick/Carr 
4pm: Tonick/Oddgood 
5pm: Waring/Carr 
6pm: Waring/Carr 
7pm: Waring/Carr 
8pm: Carr 
9pm; 

10pm: Bott 
11pm; Bott 
12midnight: Bott 
1am; Bott 

When a dealer isn't in his 


lockup he will be at the 
Winchester Club. 

FRANK BRUNO'S 
BOXING 

Elite's recent hit is easy enough 
to get the hang of but if you're 
having trouble getting on to the 
next boxers then here are some 
codes to help. Each code must 
be used with the initials MRB 
IQ5IOGA5 — Fling Long Chop 
AK9IONEM7— Andra 
Puncheredov 

C03INBML8 —Tribal Trouble 
BmNLKM6 —French ie 

TECHNICIAN TED 

These tips on the order of the 
tasks in Technician Ted by 
Hewson Consultants will be a 
big help but even with this list 
I'm sure you'll agree that it is still 
a tough game to crack 
You must complete these 
tasks within the time limits 
printed by each one. 

Ted's Desk by 8:56 
Silicon Slice Store by 9:09 
Slice Diffusion by 9:27 
Fuming Cupboard by 9:58 
Clean Room by 10:07 
Silicon Etching Plant by 10:22 
Canteen by 10:40 
Photocopier by 11:12 
Boardroom by 11:25 


Slice Surface Abrasion by 11:56 
Laser Slice Separation by 12:15 
Bay 7 by 12:34 

Micro Chip Mounting by 12:59 
Tea Machine 13:02 
Power Generator by 13:18 
Electro Plating Bath by 14:00 
Quality Assurance Dept 14:25 
Abrasion Dust Extract by 14:38 
Matthew's Lair by 14:58 
We Call Him Sir by 15:50 
The Wage Department by 16:07 
After completing the Wage 
Department then you must go to 
the picket line, up to the Union 
flag and again down to the 
PICKet line (in the middle). From 
here you can now go left and 
into a new room called OK! 
WHERE DO I GET MY REWARD. 
Go into this room and walk left 
through the exit room to com¬ 
plete the game, BUT you MUST 
nave keptwithin the time limitto 
do so. 


They wouldn't let me have 
much and I've just about filled 
up my allotted space for this 
issue but next month there will 
be much, much more. If you 
have any tips, pokes etc then 
send them to me and you could 
win a fabulous AMTIX! T-shirt. 
The address to send all your info 
to is: 

ROBIN CANDY, AMTIPS, PO 
BOX 10, LUDLOW, 
SHROPSHIRE SYS 1DB. 



IMPORTANT 
ANNOUNCEMENT 

DK'Tronics invite all Amstrad/Schneider 
dealers/users to the 
AMSTRAD COMPUTER USERS SHOW 
to be held on the 5th and 6th October at 10.30 am 
at the Novotel ExhibitionCentre, Hammersmith at 
which event a range of startling new products will 
be revealed which revolutionise the use of 
the Amstrad CPC 464, CPC 664 and CPC 6128 

computers. 


wtronics 


DKTronics Ltd., 

Unit 6, Shire Hill Industrial Estate, 
Saffron Walden, Essex CB11 3AO 
Tel: (0799) 26350Telex: 817812 


AMTIX! October 198513 

































































































ADVENTURE WRITER 

If you want to be a bit creative with 
your Amstrad and you enjoy adven¬ 
ture games, then a modest invest¬ 
ment in a new book called Writing 
Adventure Games on the Amstrad 
from Melbourne House (£6.95) might 
be worthwhile. The book describes 
what adventure games are, how to 
play them and how to write them. 
Authors Mike Lewis and Simon Price 
show howto define the problems and 
break them down into structured 
elements, as well as more advanced 
techniques like text compression. A 
sample adventure is provided, writ¬ 
ten using the authors' own Advent¬ 
ure Kernel System (AKS). The book is 
available direct from Melbourne 
House, Castle Yard House, Castle 
Yard, Richmond TW10 6TF. 


IMEW AMSTRAD 
MAGAZINE 

Newsfield Publications have 
launched a new monthly magazine 
for Amstrad owners! Called AMTIXI, 

it will be a lively, instructive and 
enjoyable read, say co-editors 
Jeremy Spencer and Roger Kean. 'A 
debt of gratitude is owed to the 
newspaper Computer Trade Weekly,' 
says Roger, 'for having insisted on 
the exclamation mark in AMTIXI 
when they were informed about the 
launch. Without their expertise in 
marketing techniques and consumer 
appreciation, we may never have 
seen the vital importance of a lin the 
title. The I is just one small example 
of the kind or attention to detail 
readers can expect from this new 
Amstrad-related publishing venture.' 

Another closely guarded secret is 
the fact that Jeremy Spencer's 
Amstrad, Arnold, actually named the 
new magazine. Itwas asked for a jolly 
sounding name beginning with AM 
and consisting of no more than 6 
letters, and promptly began spewing 
out yards or paper from the printer. 
Next to 'AMJZGY', which sounds 
qood but refuses to be pronounced 
by anyone other than a Pole, came 
'AMTiX'. Arnold, of course, hadn't 
been asked for an I. 


LOOKING AHEAD 

Between now and the New Year, 
Amstrad owners can look forward to 
a veritable cornucopia of new and 
exciting games. We haven't got 
enough space in this edition to 
devote to all the games, but here's a 
selection: 

TerrormoHnos (Melbourne House) 
is an 'adventure' in the stylepf their 
earlier Hampstead, featuring a family 
on a dreadful package holiday in 
Spain. Still in the adventure vein, the 
remarkable icon-driven espionage 
game The Fourth Protocol 
(Hutchinson) is expected to repeat its 
64 and Spectrum success on the 




Amstrad; programmers The 
Electronic Pencil Co, are now at work 
on an action strategy/adventure 
based on those prehistoric toy 
monsters, the Zoids, for Martech — 
release date not yet set, but the price 
will be around £8-£9. Another 
^ectrum/64hitoutsoon is Cauldron 
(Palace) and other games of similar 
Ilk include Dynam/feDan (Mirrorsoft), 
a w/SkV-style game where you have to 
explore a large, elegant mansion 
(they also have an Amstrad version of 
Boulderdash H at £9.95 on the way); 
Nodes of Yesod (Odin) — a big 
Spectrum/64 hit set on the moon that 
boasts excellent graphics and music 
and which should be shortly followed 
by their Robin o'the Wood] then 
there's the Bond tie-in >4 View to a Kill 
(Domark), and Ocean have just 
announced Rambo based on the 
controversial movie. 

Gremlin Graphics have a sizeable 
line-up kicking offwith the space ship 
maze game Project Future, a Spanish 
'Punch Out' boxing game called 
Rocco and their big hit Wanted: 
Monty Mole. Mole fans can also 
watch out for the follow up Monty on 
the Run, versions of which can be 
seen on the Newsfield PCW Show 
stand. All the Gremlin games will 
£8.95. Beyond too, have a good line 
up — there's the fabulous Midnight 
Trilogy Lords of Midnight, 


Doom dark's Revenge and Eye of the 
Moon, which will be released one at a 
time, then their exciting icon-driven 
adventure Shadowfire with the 
sequel Enigma Force planned to 
follow it and, a Christmas release of 
Superman. Denton Designs who 
programmed Shadowfire were also 
responsible ior Frankie Goes to 
Hollywood (Ocean) and the Amstrad 
version of this extraordinary game 
should be ready any day. Ocean's 
other half. Imagine, is releasing 
World Series Basketball right now at 
£8.95. 

As we preview in this issue, 
Marsport (Gargoyle Games) is 
expected sometime next month, and 
hopefully a version of their Christmas 
'fun package' Sweevo's World 
(c'mon guys, you can do it)! Sticking 
to the graphic adventure, Dragontorc 
of Avalon (Hewson) should be 
available by the end of this month, 
and so should the gentle Elidon from 
Orpheus, which was a success on the 
64. Some other games that are about 
to hit on the 64 and are also planned 
for the Amstrad include the 
astonishing Pet Person (Activision — 
disk only), which turns your 
computer into an intelligent goldfish 
bowl I From the same house there's 
Ball blazer, a furious two-player, split 
screen 3D soccer-type game. Boxing 
and Rescue on Fractalus (all £14.99 


disk and £9.99 cass). 

Fans of the cartoon hero Popeye, 
will soon be able to enjoy him on 
computer (DK'tronics), currently a 
Spectrum hit with its big animated 
characters. For people who like a 
brain challenge with some action, 
look out for Archon (Ariolasoft), a 
game similar to chess but with some 
arcade-like sequences in it. Last but 
not least, for the pure strategist, 
there's War Zone (CCS) coming soon 
at £6.95. 

Look out for previews and full 
reviews between now and Christmas 

in AMTIX!. 


STRADDLING THE 
ATLANTIC 

Commodore and Sinclair can't have 
been too surprised by Amstrad's 
decision to bring the 128K 6128 to 
these shores so soon after its, 
supposedly, American only debut. 
The new machine is very much a 664 
with an extra 64K of memory, an 
improved sound chip and some 
additional BASIC commands, that 
allow programmers to manipulate 
the new memory blocks, but they 
have to be loaded in from disk before 
they can be used. The 6128 comes 
with CP/M v.3.0which is necessary to 
use paged memory blocks. Since the 
memory area is now so much bigger 
theTPA (Transient Program Area) is 
greatly enlarged and allows more 
CP/M programs to be run on this 
machine than on the two previous 
versions. Included with CP/M is GSX, 
a utility designed to enable CP/M 
programs to handle graphics. This 
could, in theory, enable the use of 
icons and windows within CP/M 
programs, but to date only two 
packag^es use the system, DR Graph 
and DR Draw. 

At a price of £299 for the 
monochrome monitor and £399 for 
the colour version the new machine 
makes nonsense of the current price 
structure. No doubt the 664 and the 
464 have had their day. Have 
Amstrad considered the possibility of 
a slightly cut down 464, for the lower 
end of the market? 


GOING IN SIDEWAYS 

One of the Amstrad's strongest 
features is its ability to accommodate 
sideways ROMS. The two leaders in 
this field. Superpower and Arnor, 
have recently extended their product 
ranges. Arnor have launched a word 
processor and Utopia, a BASIC 
utilities ROM based on the BBC 
Toolkit ROM. The word processor has 
impressive specifications, no doubt if 
we ask nicely they will let us have a 
look at it. Superpower already has a 
Disk utilities and a mailing list ROM. 
Their latest addition is a BASIC 
programmer's utility. Each 
Superpower ROM costs £39.95. 


NEXT MONTH (17th OCTOBER) THE WORLD OF THE AMSTRAD 
BURSTS WIDE OPEN WITH AMTIX! ISSUE H! 


Make sure you put your order for AMTIX! in at your local newsagent NOW. Or 
grab the opportunity to subscribe for twelve months here and now (and take 
advantage of the three FREE Incentive games). You can talk to anyone on the 
Newsfield stand (No 3042 on the Gallery, National Hall), or send in the form 
from the advert in this issue with your payment. 


AMTIXI goes on sale the third Thursday every‘month, price £1 


EXPANDING 

COMMUNICATIONS 


Amstrad users can soon join the 
ranks of Spectrum, Commodore and 
BBC owners when they have their 
own slot on Micronet. On the 1st 
October the Amstrad microbase will 
open, offering the sorts of services 
that have been enjoyed by the other 
micro owners. The service will be 
operated by Micronet and Viewfax 
258. The contents of the 2,500 plus 
pages is expected to evolve as the 
requirements of the users become 
clearer. But you can expect to be able 
to make use of facilities such as 
mailbox, telesoftware and news. 
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• Eight fiery opponents, each with their : CS 
own distinctive fighting style. 

• Smooth-scrolling camera action, giving 
the best view of the fight at all times. 

• Furious three minute rounds with 

knock-down’ and knock out features. ; 

• warm-Up and 'Autoplay sequences. 

• K.O. Meter, Best K.O. Time, Score and 
Bonus displayed on screen. 

• Additional boxers to load from tape. 

• Hall of fame. 

• Endorsed by Heavyweight 
Champion - Frank Bruno. 
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